
Ble nde r 2.41 Quick Start

You can rotate  th e  3D Vie w  w ith  th e  

( ).

Panning is  accom plis h e d w ith  .

To zoom , us e  th e  m ous e  w h e e l ot . If you 

don't h ave  an MMB, you can us e   inste ad

Th e  num pad also allow s to navigate  th e  3D Vie w :

, ,  s e t th e  vie w  to Top, Front, Side ;

,  rotate  Up, Dow n;

,  rotate  Le ft, Righ t;

 sw itch e s  be tw e e n O rth ogonal and Pe rspe ctive  

vie w s .

All th os e  controls and m ore  are  also available  in th e  

vie w  m e nu locate d in th e  3D Vie w  h e ade r.

Ble nde r’s  inte rface  cons ists  of one  w ork space  divide d 

into m ultiple  w indow s . Each  w indow  displays a part of 

your sce ne ’s  data. Th e  type  of data th at a w indow  dis -

plays in indicate d in th e  w indow ’s h e ade r.

You can ch ange  th e  type  of a w indow  at any tim e  by 

click ing th e  h e ade r’s  le ft button. 

To add or de le te  w indow s , righ t-click  on a w indow

s e parator.

Re s ize  w indow s by grabbing a w indow  s e parator.

You can acce s  th e  pre fe re nce s  by pulling dow n th e  

top h e ade r.

To s e t th e  curre nt layout (including th e  obje cts in th e  

sce ne ) as th e  de fault, pre s s  .

Tools and actions re lative  to a w indow  are  alw ays 

available  in th e  w indow ’s h e ade r.

H otk e ys  and actions are  alw ays re lative  to th e  active  

w indow , w h ich  is  th e  one  unde r your cursor.

You can acce s s  diffe re nt button cate gorie s  w ith  th e  

icons along th e  Button w indow 's  h e ade r. Each  cate gory 

re groups buttons th at s h are  th e  sam e  us e .

Each  button cate gory also h as  subcate gorie s .

You can scroll pane ls w ith  , zoom  

pane ls w ith  , organis e  pane ls w ith  

drag &  drop and align pane ls ve rtically w ith  .

Th e  de fault sce ne  is  com pose d of a cube , a lam p and 

a cam e ra, You can s e le ct any of th e s e  obje cts w ith  

, s e le ct m ultiple  obje cts w ith   and s e -

le ct/de s e le ct all w ith  .

To m ove  th e s e  obje cts , click  w ith   on th e  3D W id-

ge t. You can ch ange  th e  w idge t m ode  to ro-

tate /scale /m ove  by activating th e  corre sponding

icons in th e  3D Vie w  h e ade r.

Also, you can us e   (grab/m ove ),  (rotate ) and  

(scale ) to m odify obje cts .

Each  obje ct h as  a little  dot th at re pre s e nts it's  ce nte r. 

You can ch ange  th e  ce nte r pos ition in th e  obje ct prop-

e rtie s  (O bje ct buttons).

Th e  re d and w h ite  cross  is  th e  3D cursor. It's  pos ition 

can be  s e t w ith  a s im ple   click  in th e  vie w port. 

Th is  cursor is  us e d as a re fe re nce  point.

You can add ne w  obje cts by pre s s ing  and th e n 

go to th e  Add m e nu.

O bje cts can be  duplicate d w ith   and link -du-

plicate d w ith  .

In Ble nde r, e diting th e  obje ct pos ition, and e diting th e  

obje ct s h ape  and prope rtie s  are  tw o diffe re nt and 

s e parate d tas k s . For e ach  type  of m odification, th e re  

is  an associate d "Mode ". You are  alw ays in a ce rtain 

m ode . Th e  curre nd m ode  is  indicate d in th e  h e ade r.

Th e  de fault is  O bje ct Mode . It allow s to s e le ct 

diffe re nt obje cts and m ove  th e m .

Th e  Edit Mode  allow s you to m ode l th e  s e le cte d 

obje ct. You can m odify only one  obje ct at a tim e . If 

you w ant to s e le ct or m odify oth e r obje cts , you m ust 

e scape  Edit Mode  and go back  to O bje ct m ode . You 

cycle  be tw e e n O bje ct e n Edit m ode s  w ith  .

To m ode l a m e s h  obje ct, you ne e d to e nte r Edit Mode . 

In Edit Mode , you can s e le ct th re e  k ind of ite m s : 

Ve rtice s , Edge s  and Face s . To sw itch  be tw e e n 

diffe re nt s e le ction m ode s , us e  th e  buttons place d in 

th e  3D Vie w  h e ade r or w ith  .

O nce  you h ave  s e le cte d diffe re nt e le m e nts , you can:

Move  ( ), Rotate  ( ), Scale  ( );

Extrude  any s e le ction w ith  ;

De le te  th e  s e le ction w ith  ;

Apply various tools from  th e   and  m e nus;

Subdivide  loops w ith  ;

Duplicate  s e le ctions w ith  .

Note  th at if you duplicate  your obje ct in Edit Mode , 

th e  re sult w ill still count as one  obje ct, e ve n if it look s  

lik e  tw o duplicate d obje cts . In e dit Edit Mode  you can 

m odify th e  obje ct ge om e try as you lik e , it w ill still 

re m ain a uniq ue  obje ct. If you w ant to cre ate  anoth e r 

anoth e r obje ct from  s e le ction, pre s s  . If you w ant to 

duplicate  your obje ct and h ave  tw o diffe re nt obje cts 

as a re sult, do so in O bje ct Mode . (  § )

 on th e  colore d parts of a 

w idge t w ill tranform  on th is  axis .

Th e  m iddle  circle  transform s on 

th e  vie w  axis .

 w ill pe rform  a 

planar transform  (e .g. X,Y).

 during transform  also allow s you to constraint 

transform  w ith out us ing w idge ts .

To tw e ak  lam ps s e ttings , s e le ct a lam p and go to th e  

Mate rials buttons . You can tw e ak  all th e  lam p s e ttings 

in th e  Lam p subs e ction. Th e re  you can also ch ange  

be tw e e t ligh t type s .

To ch ange  th e  color and look  of an obje ct, s e le ct it 

and go to th e  Mate rials buttons . Ch e ck  th e  official 

docum e ntation for de tails.

Laye rs  are  us e d to e as ily s h ow , h ide  and group 

diffe re nt obje cts . Each  obje ct be longs to a laye r. To 

ch ange  th e  laye r of an obje ct, s e le ct it and pre s s  .

You can th e n s h ow  diffe re nt laye rs  w ith  th e  laye rs  

buttons available  in th e  3D W indow  h e ade r. To s h ow  

m ultiple  laye rs  at th e  sam e  tim e , us e   on 

th e s e  laye rs .

Th e  Quick Start cove rs  only th e  m ost bas ic fe ature s . 

W e  ve ry strongly re com m e nd th at you re ad th e  com -

ple te  docum e ntation. You can find it on: 

.

As you m ay h ave  notice d, Ble nde r is  m ostly h otk e y ori-

e nte d. O nce  you ge t th e  h ang of th e s e , you w ill find 

your e xpe rie nce  on Ble nde r m uch  m ore  e njoyable  and 

productive  th an a icon-bas e d inte rface . 

If you h ave  difficultie s  to find th e  h otk e y of a spe cific 

function, you can ch e ck  if it is  liste d in th e  Space  

m e nu or in th e  w indow  h e ade rs  m e nus .

You can also ch e ck  th e  h otk e y and m ous e  action re fe r-

e nce  available  in Ble nde r’s  H e lp m e nu.

Finally, you can find a H otk e y Map available  in th e  

Ble nde r w ik i.

If you h ave  furth e r q ue stions , as k  th e m  on th e  forum  

at , or on th e  # ble nde rch at 

ch anne l on th e  fre e node .ne t IRC ne tw ork .

If Ble nde r’s  inte rface  s e e m s  im poss ible  to unde rtand, 

k e e p in m ind th at w h ile  m any m ay not lik e  it at first 

try, m any e nd up loving it afte r a w h ile .

Good luck  and Ble nd on!

To re nde r th e  vie w  of a cam e ra, you m ust first ch e ck  

th at th e  de s ire d cam e ra is  activate d. To activate  a 

cam e ra, s e le ct it and pre s s  .

To ch ange  th e  cam e ra s e ttings , s e le ct it and go to th e  

Edit buttons .

If you w ant to ch ange  th e  back ground of your sce ne , 

go to th e  Mate rial buttons and th e n to th e  W orld sub-

s e ction.

To ch ange  th e  re nde r s e ttings , go to th e  Re nde r but-

tons . You can th e n s e le ct th e  s ize  of your re nde r, th e  

anti-alias ing s e ttings (O SA) and th e  output form at.

To re nde r your sce ne , pre s s  Re nde r or .

If your sce ne  re nde rs  black , ch e ck  th at th e re  is  ligh t in 

your sce ne  and th at th e y are n’t in a h idde n laye r.

To save  a re nde re d picture , pre s s  . Be  care ful to 

add th e  file  e xte ns ion to th e  file nam e .

Ble nde r's  de fault inte rface

H e ade r

W indow  type  sw itch

(Gam e ) Logic

Mate rials/Lam p/W orld Editor

Scriptlink s

O bje ct Prope rtie s/Ph ys ics/Particle s

(Gam e ) Logic Scriptlink s

Buttons w indow

3D w indow

O bje ct Ce nte r

3D Cursor

Lam p

Me s h

Curve

Cam e ra

Arm ature /

Bone

O bje ct Mode

Global

Move Rotate

Scale

Active  laye r

Unactive  laye r




